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Collapsing Stars 
4th-level evocation (Artifices, Draic r, Sore 
Wizard) VERT aS 


Casting Time: 1 action aN s 
Range: 90 feet (30- foot cone) a > 
Components:V 


Duration: Instantaneous _ 


‘ oz. 
You fire numerous gravitational — 
projectiles towards a point that you 
can see within range. Each creature 
in a 30-foot cone originating from _ - : = 
that point must succeed on a 3 Aree See 
Dexterity saving throw or take 4d8 force Raha and be ~ . ee 3 


el 


pulled 30 feet in a straight line towards you. bite 
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e ‘gravitational force towards a creature 

you can see within range. Make a 
Se ty ranged spell attack, on a hit the 

Sra target takes 248 force damage andis 

a pulled 20 feet i ina oe line towards you. 


Meteorite of Astel SoS SSeS 


7th-level conjuration (Druid, Sorcerer, Vizard) 2 EE SR ee 
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Casting Time: 1 action 

Range: 60 feet — 

Components: V, S- 

Duration: Concentration, upt in 1 
minute. . 


‘ You summon multiple voids above 
~ your head that emit a hail of 
meteorites. Select 3 creatures that 
you can see within range, they must _ 
succeed on a Dexterity saving ifccny 
_ or take 6d6 bludgeoning damage. 
es You can target a single creature © 


anos ONES Fee: 
G “Components: V, Ss. : 
* SS 2 Dec saene Instantaneous ER Ss. 


“You pull 3 clumps of. reaks from the 
‘ earth and send them : flying towards a “) 
: single creature you can see within 


_ range. Make a ranged spell attack - < multiple times, forcing it to repeat the Dexterity saving Birow S ‘ 
for each clump. Ona hit it, the target takes 1d12 > a each time. You can use an action on subsequent turnto keep a 
ebludBeouing damage. +e pgs: Reet o4 wh BL the meteorite shower going, selecting new targets within 
: : re: Hav its. S ST ae ee range to target with the spell. The spell ends if you use your 7 
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rh summon a void above your. 
head that emits a rain of small 
meteorites. ‘Select a creature that you 
Be ins can see within range, it must succeed 
on a Dexterity saving throw or take 
6d6 bludgeoning damage. You can 
-. |. use an action on subsequent turn to keep 
_~ the meteorite shower going, selecting a new : Tiss, 
- ‘target within range to target with the spell. The spell ends if c : ; a 
_ you use your action to do anything else. While casting this ; ; BORN ’ ish 
"spell your movement speed becomes 0. “Ora 
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Ashes Of War 


Ashes of war grant special abilities to weapons. To infuse a 
weapon with an ash of war a character must perform a ritual 
over the course of an hour, which they can do during a short 
or long rest. At the end of the ritual the ash of war is 
embedded in the weapon and cannot be used again as long 
as it remains there. Performing the ritual again removes the 
ash of war, and if the character chooses to, they can imbue a 
different ash of war as part of the same ritual. 


These power of the ashes of war drain your energy, as such 
you can use them a number of times equal to your 
Proficiency Bonus before taking a long rest. 


GM Note: 

| chose to limit the total number of ash of war uses to 
Proficiency bonus, so that everyone can use them equally, 
regardless of their Mind stat (or Intelligence for DnD). 


Gravity Ashes of war 


Gravitas 


Requirement: melee weapon without the 
Light property 


As an action, you plunge your blade on 
the ground. All creatures in a 25 foot 
radius centered on you must succeed on 
a Dexterity saving throw or take a 
number of d8s of force damage equal to 
your Intelligence modifier and be 

pulled up to 15 feet in a straight line 
towards you on a failure. 


Rain of arrows 
Requirement: ranged weapon 


You unleash a rain of arrows. As an 
action, Choose a point on the ground 
that you can see within the normal range 
of your bow. Each creature in a 10 foot 
radius 80 foot tall cone centered on that 
point must succeed on a Dexterity saving 
throw or take a number of d6s damage 
equal to your Intelligence modifier on 

a failure, or half as much on a success. 


Yes you could use this with a sling or a blowgun, and | think 
that’s hilarious. 


Waves of darkness 
Requirement: melee weapon with the Heavy property 


You slam your blade on the floor as an / ig 
action, creating rippling waves of 
destruction. Each creature in a 20- 
foot radius centered on you must 
succeed on a Dexterity saving throw 
or take a number of d6s of force 
damage equal to your Intelligence 
Modifier on a failure. At the start of 
your next turn a final wave is 
unleashed and creatures within that 
radius must make the same saving 
throw, taking the same damage on a failure. 


Cragblade 


Requirement: any melee weapon except whips 


You slam your weapon on the ground 
as a bonus action, covering it with 
rocks. For the next minute, it deals 
additional bludgeoning damage equal 
to your proficiency bonus on a hit 


Art property of FromSoftware 
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For all the weapons listed below, if you want to keep the 
elden ring concept of improving weapons, you can turn them 
into +1, +2 or +3 weapons. 


Ash.of war DC: 8 + your proficiency bonus + your 
Intelligence modifier. 


Weapon (greatsword), legendary, requires attunement by a 
creature with a Strength score of 16 or higher. 


These greatswords grow in power with you. They do not 
have the Two-Handed properties while attuned to them and 
gain the Versatile (2d12) property instead. (With a sword in 
each hand you deal 2d6 per sword, when two handing one 
you deal 2d12). 


You gain a +1 bonus to attack and damage rolls made with 
these weapons. When you reach level 7 this bonus increases 
to +2, and at level 15 it increases to +3. 


Crushing Gravity: 


As a bonus action, you can channel the power of the swords 
to emit a shout that bends gravity around you, reducing your 
speed to 0 until the end of your turn. Each creature of your 
choice within a 20 feet radius centered on you must succeed 
on a Strength saving throw, or be pulled to an empty space 
within 5 feet of you and take a number of d8s of bludgeoning 
damage equal to your Proficiciency bonus. 


®) After this, you can use your action to slam the swords down, 


generating a gravitational explosion, each creature within 
the radius must succeed on a Dexterity saving throw (DC 
equal to 8 + twice your Proficiency bonus) or take a number 
of d12s of bludgeoning damage equal to your Proficiciency 
bonus, be pushed back 15 feet and knocked prone ona 
failure. On a success, a creature takes half as much damage 
and isn’t pushed back nor knocked prone. Creatures within 5 
feet of you have disadvantage on-the save. 


Once you've used this ash of war once, you can't use it again 
until you complete a short or long rest. 


Weapon (longsword), uncommon, requires attunement 


Katana forged from meteoric ore to dispatch lifeforms born of 
falling stars. Deals magic damage. 


The blade is weighty, known to deliver slashes of such ferocity 
that the impact is said to resemble the crash of a falling 
meteor. 


This blade deals additional force damage equal to your 

Intelligence modifier on a hit (minimum of 0). When you hit 
an aberration with it, the aberration takes an extra 1d10 
force damage. 


Immovable Ash of War - Gravitas: 


As an action, you plunge your blade on the 
ground. All creatures in a 25 foot radius 
centered on you must succeed ona 
Dexterity saving throw or take a 
number of d8s of force damage 
equal to your Intelligence 
modifier and be pulled up to 
15 feet in a straight line 
towards you on a failure. 


Weapon (greatsword), uncommon, requires attunement 


Originally rubble from a ruin which fell from the sky, this 
surviving fragment was honed into a weapon. 
One of the legendary armaments. 


The ruin it came from crumbled when struck by a meteorite, 
as such this weapon harbors its destructive power. 


This blade deals additional force damage equal to 
2+ your Intelligence modifier on a hit (minimum 
of 2) 


Immovable Ash of War - 
Wave of Destruction: 


As an action, you raise the 
sword up high, then strike it 
against the ground to fire 
off a wave of gravitational 
force. All creatures in a 30 
foot line in front of you you 
must succeed on a Dexterity 
saving throw or take a number of d10s of force damage 
equal to your Intelligence modifier. 


Wing of Astel 


Weapon (scimitar), uncommon, requires attunement 


Sword fashioned from a delicate wing, suffused with the 
magic of the stars. Strong attack unleashes a wave of 
enchanted light. 

Crafted from a relic of the Naturalborn of the Void who is said 
to have assailed the Eternal City. 


This blade deals additional force damage equal to 
your Intelligence modifier on a hit 
(minimum of 0) 


Immovable Ash of War - Nebula: 


As. part of making a weapon 
attack with this blade, you 
can unleash its ash of war. 
All creatures in a 10-foot 
cone in front of you must 
succeed on a Dexterity 
saving throw or take a 
number of d10s of force damage equal to your Intelligence 
modifier and be knocked prone on a failure. 


Alabaster Lord's Sword 


Weapon (longsword), uncommon, requires attunement 


Greatsword forged from a blue-white meteoric ore. The blade 
conceals gravity-manipulating magic. 


A weapon unique to the Alabaster Lords, a race of ancients 
with skin of stone who were said to have risen to life when 
a meteor struck long ago. 


This blade deals additional force damage 
equal to your Intelligence modifier on a hit 
(minimum of 0) 


Immovable Ash of War - Alabaster 
Lord's Pull: 


As an action, you plunge your 
blade on the ground. All 
creatures in a 30 foot 
radius centered on you 
must succeed on a Dexterity saving throw or take a number 
of d8s of force damage equal to your Intelligence modifier 
and be pulled up to 20 feet in a straight line towards you on 
a failure. 


Onyx Lord's Greatsword 


Weapon (greatsword), uncommon, requires attunement 


Greatsword forged from golden-hued meteoric ore. The blade 
conceals gravity-manipulating magic. 


A weapon unique to the Onyx Lords, a race of ancients with 
skin of stone who were said to have risen to life 
when a meteor struck long ago. 


This blade deals additional force 
damage equal to your Intelligence 
modifier on a hit (minimum of 0) 


Immovable Ash of War - Onyx Lord's Repulsion: 


As an action, you plunge your blade on the ground. All 
creatures in a 30 foot radius centered on you must succeed 
on a Dexterity saving throw or take a number of d8s of force 
damage equal to your Intelligence modifier and be pushed 
back in a straight line 15 feet on a failure. 


Fallingstar Beast Jaw 
Weapon (maul), uncommon, requires attunement 


Part of a Falling star Beast's jaw, hard and shining black, 
fashioned into a weapon. 


With its sharp point, this colossal weapon can skewer foes. 


This weapon deals additional force damage equal to 2+ your 
Intelligence modifier on a hit (minimum of 2) 


Immovable Ash of War - Gravity Bolt: 


As an action, you imbue the jaw of the 
fallingstar beast with gravitational 
lightning, sending a bolt crashing down 
at a point that you can see within 
120 feet of you. Creatures in a 5- 
foot radius centered on that 
point must succeed on a 
Dexterity saving throw or take a number of d10s of magical 
bludgeoning damage equal to your Intelligence modifier. 


Bastard’s Stars 


Weapon (flail), uncommon, requires attunement 


Flail which deals magic damage, having been imbued with 
power by the remembrance of Astel. 

Formed of the same many-colored star debris that comprised 
the form of the Naturalborn of the Void. 


This weapon deals additional force damage equal to your 
Intelligence modifier on a hit (minimum of 0) 


Immovable Ash of War - Nebula: 


As a bonus action, you can unleash the flail’s ash of war. You 
advance forwards 10 feet without triggering attacks of 
opportunity, before making a melee weapon attack. The 
movement of the flail causes a dark cloud of stars to explode. 
All creatures in a 10-foot cone in front of you must succeed 
on a Dexterity saving throw or take a number of d10s of 
force damage equal to your Intelligence modifier and be 
knocked prone on a failure. 
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FULL-GROWN FALLINGSTAR BEA 
Large monstrosity, unaligned 


Armor Class 14 
Hit Points 209 (22d 10 + 88 
Speed 40 ft 


Saving Throws Str +10, C 
Skills Athletic 0, Percept Stealt 
Damage Resistances force on; bludge J, pie 


slashing from nonmagical attacks 


Condition Immunities charmec ghtened, petrified, stunned 


Senses darkvision 180 ft., passive Percepti 
Languages 
Challenge 


Charge. If the beast moves at least 30 ft. straight toward a 
target and then hits it with a jaw attack on the same turn, the 
target takes an extra 5 (1d10) bludgeoning damage. If the 
target is a creature, it must succeed on a DC 18 Strength 
saving throw or be knocked prone. 


Fury. When the beast's hit points reach 104 or lower it enters a 
state of fury. While furious it gains access to new actions and 
abilities, noted in the statblock with [Fury]. In addition, as a 
reaction to reaching a state of fury for the first time in a day, it 
can use its reaction to use its Invert Gravity. 


ACTIONS 


Multiattack. The beast makes three attacks; two with its jaw 
and one with its tail. [Fury] The beast can replace one jaw 
attacks by a rock fling. 


Jaw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 
12 (2d6 + 5) piercing damage. 


Tail. Melee Weapon Attack: +10 to hit, reach 10 ft., one target. 
Hit: 10 (1d10 + 5) bludgeoning damage. [Fury] The beast tails 
causes a Rock Fling attack originating from it. 


Erupting Spikes. The beast causes the earth to erupt into sharp 
stones below the feet of 3 creatures that it can see on the 
ground within 90 feet of it. A target must succeed on a DC 17 
Dexterity saving throw or take 9 (2d8) piercing damage. 


Rock Fling [Fury]. The beast flings rocks. All creatures in a 10- 
foot cone in front of the beast must succeed on a DC 18 
Dexterity saving throw or take 11 (2d10) bludgeoning damage. 


Invert Gravity (Recharge 5-6) [Fury]. The beast's speed 
becomes 0 until the start of its next turn. Each creature within 
15 feet of the beast must make a DC 17 Dexterity saving throw. 
On a failed save, the creature is lifted 10 feet in the air is are 
stunned until the start of the beast's next turn. Any creature 
that enters the area during that time must also make the 
saving throw. At the start of the beast's next turn, gravity 
reverts again and all stunned creatures are slammed down, 
taking 28 (8d6) bludgeoning damage and falling prone. Ona 
successful save, a creature can move up to half its speed until 
it is no longer in the area. 


LEGENDARY ACTIONS 


The beast can take 2 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature's turn. The 
beast regains spent legendary actions at the start of its turn. 


Beastial Lunge. The beast moves up to 20 feet in a straight 
line without triggering attacks of opportunities and makes a 
jaw attack. It can choose to attack before moving. 

Meteor Crash. The beast leaps up 30 feet and crashes down 
like a meteor on a point that it can see within 60 feet of it. All 
creatures in a 10-foot radius centered on that point must 
succeed on a DC 18 Dexterity saving throw or take 22 (4d 10) 
bludgeoning damage and be knocked prone. 

Slicing Jaws (2 Actions). The beast makes attempts to grapple 
a creature within 5 feet of it. On a success, it crushes the 
target with its pincers, dealing 28 (8d6) slashing damage 
and ending the grapple. If this attack reduces a creature to 0 
hit points, it is split in half. 
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ALABASTER LORD 


Large aberration, neutral 


SS SS 
Armor Class 15 il arr 

Hit Points 135 (18d10 + 2 
Speed 4 


STR DEX CON INT WIS CHA 


Saving Throws 

Skills Arca 7 
Damage Immunities 
Condition Immunities 
Senses darkvi f 
Languages 
Challenge | 


Aggressive. As a bonus action, the alabaster lord can move up 
to its speed toward a hostile creature that it can see. 


Fury. When the alabaster lord's hit points reach 70 or lower, it 
enters a state of fury. While in that state, all its attacks attacks 
deal an additional 7 (2d6) force damage. 


Magic Weapons. The alabaster lord’s weapon attacks are 
magical. When the alabaster lord hits with any weapon, the 
weapon deals an extra 3 (1d6) force damage (included in the 
attack). 


ACTIONS 


Multiattack. The alabaster lord makes two sword attacks, it 
can replace one sword attack by a gravitational orb. 


Sword. Melee Weapon Attack: +6 to hit, reach 5 ft, one target. 
Hit; 17 (4d6 + 3) slashing damage and 3 (1d6) force damage. 


Gravitational Orb. Ranged Spell Attack: +7 to hit, range 120 ft., 
one target. Hit; 21 (5d6 + 4) force damage and if the target is a 
creature itis pushed back 10 feet in a straight line and knocked 
prone. 


Meteorite (Recharge 5-6). The alabaster lord's plunges its 
sword in the ground, causing a detonation, Each creature 
within 10 feet of the alabaster lord must succeed on a DC 15 
Dexterity saving throw or take 7 (2d6) force damage, be 
pushed back 10 feet in a straight line and knocked prone. 


The alabaster lord's then summons a void above its head 
that emits a rain of small meteorites. The alabaster lord selects 
a creature that it can see within 60 feet of it, the target must 
succeed on a DC 15 Dexterity saving throw or take 21 (6d6) 
bludgeoning damage, be pushed back 10 feet in a straight line 
and knocked prone. On a success a creature takes half as 
much damage and doesn't suffer any additional effect. 
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STARSCOURGE RADAHN (PHASE 1) 


Huge celestial, chaotic neutral 


Armor Class 17 (splint) 
Hit Points 255 (30d12 + 60) 


Speed 50 ft. 
STR DEX CON INT WwIs CHA 
21(+5) 18(+4) 14(+2) 18 (+4) 3 (-4) 14 (+2) 


Saving Throws Str +10, Dex +9, Int +9 

Skills Athletics +10, Perception +1 

Damage Resistances radiant 

Condition Immunities charmed, frightened, prone 

Senses blindsight 10 ft., darkvision 120 ft., passive Perception 
11 

Languages — 

Challenge 14 (11,500 XP) 


Fury (1/Day). When Radahn reaches 126 hit points or lower he 
enters a State of fury. He gains access to new actions and 
abilities, noted in the statblock with [Fury]. In addition as a 
reaction to entering a state of fury for the first time in day, 
Radahn plunges his greatsword into the ground to cover them 
with rocks. For the following minute his greatsword attacks 
deal an additional 5 (1d10) bludgeoning damage (not included 
in the statblock). 


Legendary Resistance (1/day). If Radahn fails a saving throw, it 
can choose to succeed instead. 


Legendary Rider. Radahn is considered mounted in combat 
and cannot fall off his mount. While mounted Radahn can use 
the Dash Action as a Bonus Action. 


Gravity Weapons. The Radahn's weapon attacks are magical. 


Star Leap. When Radahn reaches 0 hit points or lower, he leaps 
into space without triggering attacks of opportunity. You must 
now use Radahn (Phase 2) statblock. 


ACTIONS 


Multiattack. Radahn makes three greatsword attacks. He can 
replace two of these attacks by a cross dive attack. [Fury] In 
addition Radahn makes a gravity wave attack. 


Greatsword. Melee Weapon Attack: +10 to hit, reach 10 ft., one 
target. Hit: 19 (4d6 + 5) slashing damage. 


Starscourge Arrow. Ranged Weapon Attack: +9 to hit, range 150 
ft., one target. Hit: 31 (6d8 + 4) piercing damage and 5 (1d10) 
force damage. Radahn has advantage on the attack roll. All 
creatures in the path of the arrow must succeed on a DC 17 
Dexterity saving throw or also take the damage. 


Gravity Wave. A wave of gravity erupts in a 10-foot wide and 
30-foot long line in front of Radahn. Each creature in the wave 
must succeed on a DC 17 Dexterity saving throw or take 9 
(2d8) force damage and be knocked prone. 


Cross Dive [Fury]. Radahn leaps forwards 15 feet without 
triggering attacks of opportunity. A wave of gravity erupts ina 
10-foot wide and 30-foot long line in front of his landing point. 
Each creature in the wave must succeed on a DC 17 Dexterity 
saving throw or take 13 (3d8) force damage and be knocked 
prone. 


Rain of Arrows (Recharge 5-6). Radahn fires a burst of arrows 
into the sky to shower his enemies with projectiles. Arrows fall 
from a point that he can see within 60 feet of himself. The area 
consists of up to ten 5-foot cubes, which he can arrange as he 
wishes. Each cube must have at least one face adjacent to the 
face of another cube. Each creature in the area must make DC 
17 Dexterity saving throw. It takes 22 (5d8) piercing damage 
on a failed save, or half as much damage on a successful one. 


LEGENDARY ACTIONS 


Radahn can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature's turn. 
Radahn regains spent legendary actions at the start of its turn. 


Gravity Step. Radahn makes a greatsword attack and moves 
up to 10 feet. 

Collapsing Stars [Fury]. Radahn fires numerous gravitational 
projectiles towards a point that he can see within 90 feet. 
Each creature in a 30-foot cone originating from that point 
must succeed on a DC 17 Dexterity saving throw or take 18 
(4d8) force damage and be pulled 30 feet in a straight line 
towards Radahn. 

Scarcaller Cry (2 or 3 Actions). All creatures within a 20-foot 
radius centered on Radahn must succeed on a DC 17 
Strength saving throw, or be pulled 15 feet in a straight line 
towards Radahn and take 13 (3d8) force damage. 

If Radahn expended 3 actions he can then slam his 
greatswords down, generating a gravitational explosion, 
each creature within the radius must succeed on a DC 17 
Dexterity saving throw or take 19 (3d12) bludgeoning 
damage, be pushed back 15 feet and knocked prone ona 
failure. On a success, a creature takes half as much damage 
and isn’t pushed back nor knocked prone. Creatures within 
5 feet of Radahn have disadvantage on the save. 
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RADAHN (PHASE 2) 


Huge celestial, chaotic neutral 


Armor Class 17 (splint) 
Hit Points 255 (30d12 + 60) 
Speed 50 ft. 


STR 
21 (45) 


DEX 
18 (+4) 


CON 
14 (+2) 


INT 
18 (+4) 


WIs 
3 (-4) 


CHA 
14 (+2) 


Saving Throws Str +10, Dex +9, Int +9 

Skills Athletics +10, Perception +1 

Damage Resistances radiant 

Condition Immunities charmed, frightened, prone 

Senses blindsight 10 ft., darkvision 120 ft., passive Perception 
1 

Languages — 

Challenge 15 (13,000 xP) 


Cragblades. Radahn's weapon attacks are magical. When 
Radahn hits with his greatsword, the weapon deals an extra 5 
(1d10) bludgeoning damage (included in the attack). 


Gravity Meteor Summon (2/Day). As a bonus action Radahn 
summons 4 meteors from the ground which hover above him, 
On subsequent turns he can release all 4 meteors as a bonus 
action, targeting a creature that he can see within 90 feet. The 
target must succeed on a DC 17 Dexterity saving throw or take 
22 (4d 10) bludgeoning damage and be knocked prone. 


Legendary Resistance (1/day). If Radahn fails a saving throw, it 
can choose to succeed instead. 


Legendary Rider. Radahn is considered mounted in combat 
and cannot fall off his mount. While mounted Radahn can 
Dash as a bonus action. 


Starfall. Radahn falls in battle from the stars. He lands on a 
point of his choosing on the ground of his choosing and moves 
90 feet forwards in a straight line, all creatures whose space he 
enters must succeed on a DC 18 Dexterity saving throw or take 
16 (3d10) bludgeoning damage and 16 (3d10) fire damage. 
Creatures have advantage on this saving throw. 


ACTIONS 


Multiattack. Radahn makes three greatsword attacks and a 
gravity wave attack, 


Greatsword. Melee Weapon Attack: +10 to hit, reach 10 ft., one 
target. Hit: 19 (4d6 + 5) slashing and 5 (1d10) bludgeoning 
damage. 
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Starscourge Arrow. Ranged Weapon Attack: +9 to hit, range 150 
ft., one target. Hit: 31 (6d8 + 4) piercing damage and 5 (1d10) 
force damage. Radahn has advantage on the attack roll. All 
creatures in the path of the arrow must succeed on a DC 17 
air saving throw or also take the damage. 


Wave. A wave of gravity erupts in a 10-foot wide and 
papi! long line in front of Radahn. Each creature in the wave 
must succeed on a DC 17 Dexterity saving throw or take 9 
(2d8) force damage and be knocked prone, 


Rain of Arrows (Recharge 5-6). Radahn fires a burst of arrows 
into the sky to shower his enemies with projectiles. Arrows fall 
from a point that he can see within 60 feet of himself. The area 
consists of up to ten 5-foot cubes, which he can arrange as he 
wishes. Each cube must have at least one face adjacent to the 
face of another cube. Each creature in the area must make DC 
17 Dexterity saving throw. It takes 22 (5d8) piercing damage 
on a failed save, or half as much damage on a successful one. 


LEGENDARY ACTIONS 


Radahn can take 3 legendary actions, choosing from the 
options below. Only one legendary action option can be used 
at a time and only at the end of another creature's turn. 
Radahn regains spent legendary actions at the start of its turn. 


Collapsing Stars. Radahn fires numerous gravitational 
projectiles towards a point that he can see within 90 feet. 
Each creature in a 30-foot cone originating from that point 
must succeed on a DC 17 Dexterity saving throw or take 18 
(4d8) force damage and be pulled 30 feet in a straight line 
towards Radahn. 

Gravity Step. Radahn makes a greatsword attack and moves 
up to 10 feet. 

Spiralling Death (Costs 2 Actions). Radahn spirals down 
towards his foes. He moves 60 feet in a straight line without 
triggering attacks of opportunity. All creatures whose space 
he enters must succeed on a DC 18 Dexterity saving throw 
or take 22 (4d10) bludgeoning damage and be knocked 
prone. He then does it again. 

Scarcaller Cry (Costs 2 or 3 Actions). All creatures within a 20- 
foot radius centered on Radahn must succeed on a DC 17 
Strength saving throw, or be pulled 15 feet in a straight line 
towards Radahn and take 13 (3d8) force damage. 

If Radahn expended 3 actions he can then slam his 
greatswords down, generating a gravitational explosion, 
each creature within the radius must succeed on a DC 17 
Dexterity saving throw or take 19 (3d12) bludgeoning 
damage, be pushed back 15 feet and knocked prone ona 
failure. On a success, a creature takes half as much damage 
and isn't pushed back nor knocked prone. Creatures within 
5 feet of Radahn have disadvantage on the save, 
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